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INSTRUCTIONS

CON T E N T S

•  1  PA I R  O F  O F F I C I A L  S O C K  
 G A M E  S O C K S
•  2  S E T S  O F  3 0  G A M E  I T E M S
•  2  S C O R I N G  C O U N T E R S
•  S P I N N E R  S C O R E  B OA R D

•  I N S T RU C T I O N S

H OW  TO  P LAY

Count how many p layers on each team. Spin the Spinner th is 
number of  t imes to se lect  the objects  and create your Sock Race 
l i s t . For Example : i f  there are 5 p layers on each team, sp in the 
Spinner 5 t imes and write down the 5 objects .

I T ’ S  T I M E  TO  G O  R AC I N G . . .

The f irst  p layer on each team takes the sock and hunts for the 
f i rst  object . 

As soon as a  p layer f inds the i tem they must keep hold of  i t  and 
pass the sock to the next p layer on their  team.

This  second p layer now hunts for the second object  and   
so on, unt i l  a l l  the objects  on the l i s t  have been found in order.

The f i rst  team to complete the l i s t  wins .

2 PLAYERS OR TEAMS

AGE 

8+

NO REWINDS
Only pass the sock once you have found the correct  i tem 
(even i f  the opposit ion has a lready found the object  and 
passed their  sock on) . There is  no going back.

G A M E  VA R I AT I O N  

THE SOCK RACE

TM
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M A K E  T H I S  YO U R  V E RY  OW N  FA M I LY  V E R S I O N  O F  
T H E  S O C K  G A M E  B Y  A D D I N G  YO U R  OW N  O B J E C T S !

N o t e :  I f  y o u  d o n ’ t  w a n t  t o  a d d  y o u r  o w n  i t e m s  r i g h t  n o w,  y o u  c a n  
s t i l l  p l a y  r i g h t  a w a y !  W h e n  t h e  s p i n n e r  l a n d s  o n  t h e  b l a n k  s p a c e s ,  
t h e  s p i n n i n g  p l a y e r  c h o o s e s  t h e  o b j e c t .

•  T h e r e  a r e  4  b l a n k  s p a c e s  o n  t h e    
 S p i n n e r  S c o r e  B o a r d  t h a t  a l l o w  y o u  
 t o  c u s t o m i z e  y o u r  g a m e .

•  C h o o s e  4  i d e n t i c a l  p a i r s  o f  o b j e c t s   
 a n d  a d d  t h e m  t o  e a c h  s o c k .

•  W r i t e  d o w n  y o u r  o b j e c t s  i n  t h e  b l a n k   
 s p a c e s  o n  t h e  S p i n n e r  S c o r e  B o a r d .

Div ide into 2 teams. Each team takes a sock of  i tems.  
Choose a Scor ing Counter and p lace i t  onto i ts  star t ing space  
on the Spinner Score Board.

P ick a p layer from each team to go f i rst  and sp in the Spinner  
to se lect  an object .

Cal l  out the chosen object  and then. . . Ready, Steady, GO!

The f i rst  p layer to f ind and remove the object  wins a  point .

Only pul l  one object  from the sock at  a  t ime . I f  you pul l  out  
the wrong object , return i t  to the sock and keep searching .  
After each round put the object  back into the sock.

Pass the sock to the next team member and sp in the Spinner  
to se lect  the next i tem.

The f irst team to score 11 points wins ( i f  a 2-player game, f irst to 5) .

WRONG HANDED
I f  the Spinner lands here you must p lay the round us ing 
your wrong hand ( i .e . i f  you are r ight  handed, use your  
le f t  hand) . Sp in the Spinner once more to se lect  an i tem.

FIND YOUR FEET
The Foot is  a  spec ia l  i tem that  earns you double points 
( i .e . 2 points  instead of  1) .

personalized item
I f  the Spinner lands on a b lank space you can e i ther  
se lect  any object  from the board or one of  your very 
own items that you can add to the game!  
(See PERSONALIZE YOUR SOCK GAME).

HOW TO PLAY
BEFORE PLAY: Po p  o n e  i d e n t i c a l 
s e t  o f  3 0  G a m e  I t e m s  i n t o  e a c h  s o c k 
a n d  a t t a c h  t h e  s p i n n e r  t o  t h e  
S p i n n e r  S c o r e  B o a r d .

SPECIAL ROUNDSPERSONALIZE YOUR SOCK GAME

NO TWOSIES
Only one hand is  a l lowed in the sock. You can use your 
other hand to fee l  for objects  from the outs ide .

NO TWITCHING  
Stay in your b locks . Fa lse star ts  are str ict ly  forbidden. 
Never have your hand in the sock before an object  has 
been ca l led .  

NO PEEKING
No rol l ing the sock down and tak ing a  sneaky look ins ide .

THE 3 NO’S OF THE SOCK GAME
I f  y o u  a r e  c a u g h t , i t  i s  a n  i n s t a n t  p o i n t  f o r  t h e  o t h e r  t e a m .


